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What are the 
characteristics of mobile 
technology?
some core characteristics …
• Storage 
• Networking 
• Complex computation 
• Tracking 
• Distributed computation
Build your own !
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F I E L D  T R I P S  
L O C AT I O N - B A S E D
T O W A R D S  E - M E T H O D S

F O R  T H E  H E A D T E A C H E R
M O B I L E  C O L L A B O R A T I V E  L E A R N I N G

C H O O S E  R E L E VA N T  F U N C T I O N S  F O R  
TA B L E T
• planners, notifications, news, schedules 
• personal information collections 
• contextualised information filtering 
• mobile games relevant to curricula 
• let them play
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A C H I E V E ?
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O P E N S O U R C E  F R A M E W O R K  F O R  M I X E D  R E A L I T Y  G A M E S
S O M E  C A S E  S T U D I E S
Florence case Amsterdam case Hostage case
Game  
design
Scavenger game Adventure game Decision game
Delivery 
Channel
augmented reality augmented virtuality augmented reality
Pedagogic 
approach
situated learning expository learning learning through 
decision taking
C R E AT E  C U R I O S I T Y  . . .
T H I N K  U P S I D E  D O W N  T O  …
T O  C R E AT E  O W N E R S H I P  . . .
L E T  S T U D E N T S  TA K E  R E S P O N S I B I L I T Y  F O R  T H E I R  G O A L S  …
# 1  I N N O VAT I O N  
M A N A G E M E N T
D O C U M E N T  P R O G R E S S
D E V E L O P  Y O U R  T E C H N O L O G Y  A G I L E  . .
user scenarios, early 
prototypes, early user 
f e e d b a c k , f o s t e r 
c o m m u n i c a t i o n 
between developers, 
e n d u s e r s a n d 
managers
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P H O N E S  E N  TA B L E T S  I S  E R  E E N  ( W I L D ) G R O E I  A A N  
A P P S  W A A R VA N  E E N  A A N TA L  Z O  VA N Z E L F S P R E K E N D  
Z I J N  G E W O R D E N  D AT  Z E  N I E T  M E E R  W E G  T E  D E N K E N  
Z I J N  U I T  H E T  D A G E L I J K S  L E V E N .  W E L K E  N I E U W E  
T E C H N O L O G I S C H E  O N T W I K K E L I N G E N  Z I J N  E R  B I N N E N  
D I E  G A N G B A R E  A P P S  ( FA C E B O O K ,  I N S TA G R A M ,  
W H AT S A P P,  E V E R N O T E ,  S P O T I F Y,  E T C . )  B R U I K B A A R  
V O O R  M O B I E L  L E R E N ?  E N  Z I J N  D I E  O N T W I K K E L I N G E N  
O O K  B R U I K B A A R  V O O R  E E N  ' G E M I D D E L D E '  D O C E N T ?
A P P S  
V O O R
 O N D
E R W I J
S
Ja. Adoption Curve. 
Pedagogical Task Structure. 
Kennisnet 4 in Balance.
T E C H N O L O G Y  I S  G R E AT  E N A B L E R  
F O R  A L L  K I N D S  O F  L E A R N I N G ,  
I ' M  I N T E R S E D E D  T O  K N O W  M O R E  
A B O U T  M O B I L E  L E A R N I N G  A N D  
P R I VA C Y,  H O W  I S  T H I S  B E I N G  
I M P L E M E N T E D  /  P R O M O T E D ?
P R I VA
C Y
Learning analytics.
H O E  G R O O T  I S  H E T  R I S I C O  D AT  
M O B I E L E  T E C H N O L O G I E  J U I S T  
A F L E I D  VA N  W AT  J E  L E E R L I N G E N  
W I LT  B I J B R E N G E N ?  W AT  Z I J N  
G O E D E  V O O R B E E L D E N  O M  D I T  
T E  V O O R K O M E N ?
P R I VA
C Y
N O T- A N Y W H E R E  L E A R N I N G
A P P  I D E A  O U T  O F  E D U C A T I O N A L  W O R K S H O P  W I T H  W O R D S  …
C H O O S E  3  P L A C E S   
I N  W H I C H  Y O U  L E A R N  
W I T H  T H I S  M O B I L E  A P P
C O N T E X T  G I V E S  M E A N I N G .  H O E  K U N  J E  
V I A  D E  T E C H N O L O G I E  D E  B R U G  
B O U W E N  T U S S E N  I N  H E T  K L A S L O K A A L  
E N  B U I T E N  H E T  K L A S L O K A A L ?  Z I J N  E R  
G O O D  P R A C T I C E S  VA N  
M O G E L I J K H E D E N  O M  V I A  D E  I PA D  I N  
H E T  K L A S L O K A A L  M E E R  V E R B I N D I N G  T E  
R E A L I S E R E N  M E T  D E  R E A L  W O R L D ?  
P R I VA
C Y
H O W  T O  D E S I G N  S E A M L E S S  L E A R N I N G  
S U P P O R T  I N  T E L  S PA C E S ?
R E S E A R C H  A N D  D E S I G N  C H A L L E N G E :
• Formal and informal learning;  
• Personalized and social learning;  
• Across time; locations, social contexts 
• Combined use of multiple device 
types; 
• Physical and digital worlds 
• Multiple learning tasks knowledge 
synthesis
H O E  Z I E T  D E   P R O F.  D R .  M A R C U S  S P E C H T  D E  
T O E K O M S T  Q U A  I C T  E N  G A M I N G  I N  H E T  
O N D E R W I J S .  H O E  K U N N E N  W E  E R V O O R  Z O R G E N  
D AT  H E T  L A N G Z A A M  B E W E G E N D  O N D E R W I J S  
M E E  G A AT  M E T  D E  S N E L H E I D  VA N  I C T.  W AT  Z I J N  
D E  E E R S T E  S TA P P E N / V O O R W A A R D E S  O P  
B E S T U U R L I J K  E N  D O C E N T  N I V E A U  O M  T E  
Z E T T E N  Z O D AT  I E D E R E E N  A A N  B O O R D  B L I J F T ?  
L E E R L I J N E N  I C T  I S  D AT  N O G  2 1 S T E  E E U W S ?
P R I VA
C Y
http://dspace.ou.nl/handle/1820/5197
see headteacher part 
of this presentation
W E L K E  K A N S E N  E N  B E D R E I G I N G E N  Z I E T  P R O F.  D R .  
S P E C H T  V O O R  L E E R L I N G E N / S T U D E N T E N  M E T  E E N  
B E P E R K I N G .  H I E R B I J  D E N K  I K  A A N  S T U D E N T E N  M E T  
D Y S L E X I E ,  W A A R VA N  D E  A A N TA L L E N  S T U D E N T E N  I N  H E T  
O N D E R W I J S  D E  L A AT S T E  J A R E N  A A N  H E T  T O E N E M E N  
Z I J N .  W E L K E  K A N S E N  E N  B E D R E I G I N G E N  Z I J N  E R  V O O R  
S T U D E N T E N  I N  H E T  A U T I S T I S C H  S P E C T R U M ?  B E S TA AT  B I J  
D E Z E  S T U D E N T E N  N I E T  D E  K A N S  D AT  Z E  S N E L  A F G E L E I D  
Z I J N .  Z E  M I S S E N  L I J K T  M I J  M E T  S T U D E R E N  O P  A F S TA N D  
E E N  S T R U C T U U R .  A A N  D E  A N D E R E  K A N T  K A N  H E T  
W E L L I C H T  Z O  Z I J N  D AT  Z E  Z I C H  H E L E M A A L  V E R L I E Z E N  I N  
E E N  B E PA A L D  G E D E E LT E  VA N  E E N  " O N L I N E  I N S T R U C T I E "  
E N  G E E N  O V E R Z I C H T  M E E R  H E B B E N .   
P R I VA
C Y
W O R K S H O P
M . M .  S P E C H T
# 1  C R E AT E  Y O U R  O W N
1. Write down associations for the words:  
innovative learning practice each on one card 
2. Marcus collects them 
3. Form a team of 4-5 members 
4. Pick your 3 cards
# 2  C R E AT E  Y O U R  O W N
1. create a service/app/movement/organisation based 
on your three words 
2. Choose a name, target group, business model 
3. Why should I use it? Pedagogical Model, Added 
Value, Innovation, Solved Problem? 
4. Present your product/service !
What is name of your 
product/company? 
What is new with this ? 
Why should I use this in 
my teaching? 
what problem does it solve?
